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Fighters Challenge is a one-on-one adventure: it 
wea wbtary PC (Player Character) some exper 
‘nce betore placing hi in an eating campal 
There ave reerences made lo PHBRI, which is 
The Complete Fighters Handbook: PHIRI i ot 


err tor the running ot this adventure, but i 
The adventure le sed or a 2nd- through dih 
Deg PC, or a wan 
cleric fighter hied, ec). A lei or thiet may run 
Through this adventure, but a wizard is unlikely lo 
‘When running Fighter's Challenge, keep in mind 
‘that roleplaying sil important despar thee be 
ing only one player and one DM, Roleplay sach 
NPCs personalty expecially henchmen are i 
volved Play up the ee ol the PC being on his 
Tally give the player a break. With only one 
PC, the margin for orror is slim. the player a 
having his PC do all the right things and his Juck a 
stil bad, go easy on him, Instead killing the PC 
an enemy may take the vanquished PC 
‘sample, with a pouty ol escape later A 
Bang eh may be conte 
{nga Yew of the POS things 


Fighters’ Challenge Features 

This module dead a small campaign revolving 
around the village of Sturnbeim. Sumhelm 5 cov 
red in the ist chapter, inc the village is the lo 
Sal starting point and has the hooks and 
Background for the main plot 

The second chapter deals with the areas between 
Sternheim and the ruined tower, the latter being 
the wetting for the main plot 

“Chapters three through live cover the tower 
proper the underground area, and miscellaneous 
Features respec 

The final chapter covers the subplots, none of 
which are necemary forthe completion ol the main 
de but which may provide ems, allies. and 
ls to make the resolution ofthe main plot that 


Sturnheim is a village that has seen better days Lo- 
fated on an old trade route, this village of 2000 
people saw is fortunes decline when the route fell 
Into deuse. 

The change in Sturnheimis fortunes came 40 
yearn ago. A large merchant caravan, which in 
ded a gold shipment composed of much of 
Sturnheim» money in is cargo, dmappeared. The 
old had been sent away for an investment. The 
appearance occurred on the road i the eastern 
se of the foothills. Outraged at this loss, many 
Stat guilds of the surrounding larger cites 
Collaborated and organized سد‎ routes. by 
paran the unfortunate village 

‘Determined to restore Stambeims honor and 
reputation. a band of wight adventurers combed 
the hills looking or traces of the Caravan, Four 
members ofthe group died unpleasant death 1 
the proce, and ihe ether our found mysterious 
stone sword, but the masion was a tar 

re by thei aro, ta of the survivors eft 
town. One of these war a warrior named Kawar, 3 
man of evil مما امسوم‎ He was convinced that the 
Sone sword had some مجم ايند‎ bo be traveled 
Widely seeking choes trom sages and libraries 

‘OF the two men who remained behind. one 
eventually went mad and fled town, and the other. 
Ue named Poot, kept the stone sword and be 

is own research into the nature o the sword 
01 however stayed in the een 
Years paned, and Resor, now an oid man. li 
nally discovered the true nature et the sword. I is 
‘they to an oid tower hen in the hills a plaer the 
Caravan attackers could have used for a lair. Ee 
VT that he had the answer to Sturnheims 
Problem, but he alo knew be was to oid to tl 
to his son Valdar. 

Valdar returned to Sturnheim and. alter per 
forming a seen of favors for the town. won the 

Opies conidence and became Captain ofthe Mr 
fie” Unfortunatei, Valdar alo roch a deal with 
a group of brigands who were barely scraping tr 
When he eastern edge Ae 
Fille According to the deal, the brigands would ac 
cept Valdar a et leader and earch for the tower 
uina, and in return he would pay them a smal st 
pend., and make & sais forthe brigands to way: 
Ly travelers. The brigands began combing the hills 


hile Valdar secured his position in town and kept 
Zn eye out tor Poot- 

‘Recently. the brigands found the ruins but they 
could mot pain acess They needed the wrod bey 
The rotiber sent a message to Valdar informing 

When the PC enters Starheim. the brigands are 
im the mich of attacking old Poot 

The villagers attitude toward strangers depends 
an the strangers’ actions. Visors who are reason 
Hy potae and spend pold ae treated courteously 
Strangers who x1 belligerent. arrogant. conde 

E and/or who sk for handouts, hasle 
wr prices, and make it char that they have no 
incor o spending much money are treated wl 
Lä and may even have to saller a 10% 10 50% 
markup on poda and servico. 


Personalities 

Stormbeio has ts share of interesting, people 
What follows are the statistics forthe NP m 
WC encountered in the village 


Valdar: AC 0; MV 12: F7 hp 30, THACO 14; AAT 
Ome by weapon’ AL NE Str 17, Dex 16 
Gon 18, im 11, Wi 9, Cha 13; ML 18 
Equipment: Chain armor #1. shield +1, broad- 
vd 62 GH dagger * 1, potion 


lee. da 
Nonweapon ee Tracking 9, blind 
ing land bane riding 12. read wre 12 


Valdas the captain ofthe ita. A human 
430 years he va tough lendet. and appears fanati- 
ally Seve protecting th town. Hache in a 

ei Valor 1 gute a dash ie 
He neier, of all rangers, and uses his 
post as captain to interrogate them and keep tabs 
thes whereabouts. Anyone mentioning te lont 
aravan inves very dose scrutiny, usually in the 
vem of a pair of militiamen taling the PC at a die 
eet distance. Valdar wants Sturnhemi lot trea 
م‎ he pets it, ell leave the village 


Kalidar Blemermind: AC 10; MV 12; FO, hp 3; 


THACO20; #AT 1: Dmg 1-4: AL NG: Ste Dex 
8, Con 10, It 18, Wi 3, Cha 14. 


Kalidar is the 54-year-old mayor of Sturnheim. 
and he has been noice for the past 10 year. Hes 
Weak wild. vlt bullied and aniou ee 
He remembers the lost caravan disaster, and beis 
that # ihe treanute were found and returned. 
Sturnheims fortunes would improve He mil ac 
and will give the PC 
Tine, he will notify Valdar of the arrangement. 
‘which wil cause Valdar much Aa 
H the PC oer to fight the centaur the mayor 
will be reluctant to agree Y Vala catch wind 
thatthe PC wishes to tight the centauro he wil 
Support them. The mayor will bow to Valdar, The 
PC ll be paid 10 gp day 


AC 8: MV 12: 2: hp 20; THACD 19: AT 2 

Ding 1-2 +204 by weapon: AL CN: Str 17, Dex 
9. Con 15, Imt 6 Win? Cha ML 13 

Weapon Profikencies: Punching specialization, 
‘lab 

Nonweapon Profkiencies: Fishing 6, endurance 15 

Equipment: Leather armor, pure w/10cp. Ze 


eecht human male, ih 1 
bully. His face bears the wars of many a brawd, 
making him rather ugly He makes small ving 
Det and spends the vest of hs ime at the 
Three Crowne drinking and cating traue Tort 
specializes in EE p75) He 
Willing to be hired an a henchman 15 sp/day 
though only if the PC beats him im a tig 


Rosamund AC MV 12: T2: hp 10; THACO 20 
TAT 1. Ding by weapon: AL NG: Str 9, Dex 18 
Con 12, Int 12, Win 12. Chu je: ML 11, SA 
Backstab; PP 45%: OL 440. P/KT 20%, MS 
Ee 

Weapon Proficiencies: Dagger sing. 

Nonwreapen Prefciencin: Appesining 12, cooking 

Equipment: Leather armor 
stones, thieves tools 


Rosamund is a pretty. 19-year-old maiden who 
is bored with her town” She I looking for adven 


tue and romance, and is wiling to be hired as a. 
scout read: thiet) for 4 ep day. She is bright. mi» 
eros, and ination 


Com AC 8: MV 12: F 0; hp 4; THACO 20: FAT 
1 Di by weapon, AL CC: Str, Den 6, Con 7, 
Ine 9, Wa 5 Cha 18 MLS. 

teren Prficiences Pottery A 

Equipment Leather armor, longsword. 


Coryn is the utterly incompetent, but o 
echt handsome, son ofthe village potter, The 
BO year-old man i trying to pa Nima off as an 
‘adventurer. and will ask for 8 gp/day He wil lie 
Des hir experience claiming to be a modestly 
Ze adventurer (In fact, the last thing he 
iied war an angry bumblebee in he bedroom) 
When danger does arrive, he will go to pieces 


Tregar Manermouth: AC 3; MV 6; Fl: hp 14 
THACO 20, FAT 1: Dmg by weapon, AL LC 
‘Com 18, Int 12" Wi 10, Cha 6 


o Proficiencien: Ton 
eg baniz axe, he 

WE Proficienies. Mountaineering. en- 
“eran 18, henting 9 

Equipment: Battle ate +1. plate armor, light 
al 12 bots, horstmaniı mace, parse 


handed style, light 


Tear is a young male dar warrior wh 
«rave action, He support heat in the village on 
hunter. Tregar will hire hall out for mp day 
He i extremely loyal wee brave, and 
competent: His only drawback this tendency io 
Complain about everything 


Helak beten AC 2: MV 12: B3: hp 15: THACO 
19: FAT I, Dang by weapon: AL CG: SA CW 
eos, DN 40%, PP 39%. RL 10%; if bard is 
Singing or reciting, +1 bonus o attack rolls or 
Lave, or #2 bonus 10 morale: singing counters 
Hiet of songs and poetry, 15% chance ol iden 
e se purpose Of any magical hem: 

Loy memorize two Ist level MU spells: Str 10, 

Den 18, Con 14, Int 16, Wis 9, Cha MI 13. 

Weapon Proficencen Feste style special 


ter, although he was not part of Poo’ party All he 
tows fs that the Four survivors wl e tel 
what sort of beast attacked them. even though 
they told the old mayor who has long since de. 


Sereeiha Akoris (Werewolf): AC 1005), MV 
1215): HD 4+3: hp 32: THACD 205): HAT 1 
Dmg 28; AL CE; SA Surprise: SD Hit only by 
silver or 1 or beter magical weapon: Sr ©, 
Dex 12 Con 12. In 10, Wa 10. Cha 18. (Paren 
‘thetic uals are tor her werewol Form. 


Sereeth is a pretty 24-year old woman who fr 
«quent the inn looking for heroes Her father 5 3. 
And Sereetha lures adventurers there om the pre 
Enar of needing someone to excor bar o the oe 
tery in onder to vint her “dear fathers rave Once 
She and the hapless adventurers arrive a he ce 
tery. she reverts to werewoll form and joins her 
father in the feeding, Sereetha is demure and quie 
punting Ihe picture of the perfect damecl odie 


Mama Chipmunks This 70-year-old womans real 
name is Naght but the villagers pavo hr the nich 
ame due to her constant chattering. She ane 
Ha I سس سس ةسه‎ 
Y to pomp. She knows the towns back 

rnd thoroughly, and is therefore god e 
drew. She does not trust Sere 


Average Milttamane AC 6: MV 12: Fl; hp 
THACO 20: FAT 1: Dmg by weapon: AL any 
ood; ML 

Weapon Proficiencies Short sword, partisan 
lob, deeg 


Equipment" Scale armor, short sword. partisan. 
‘lub, dagger, bade of lice, whistle, parse w 
ée 


On-duty militiamen travel in groupe of three 
They act as the village's detense and police force 
The mia I made up of Ee who have 
other occupations. Note that all of the NPCs ex 
ep the mayor and Serectha have to put in tia 
‘ity. The whistle is a distress signal which wil 
Summon an additional de militia in 134 rounds 
The militia are good, honest folks who would ser 


act so ely that their village survival would 
A late bribery would never put the town in 
echt 


Average Brigand: AC 5; MV 12: Fl: hp 3; THAC 
20: MAT 1: Deng by weapon; AL NE; SA P 
40%, HS 40%, MS SO, ME 12: XP 30. 

Weapon Proliciencies: Punch specialization, dag- 
Sie crombow, short word, 

equipment Studded leather armor, light crossbow 
and 24 quarrel, short sword. club. dagger, 
prone w/ ide p. 


These brigands come fom the camp o the cant. 
When they enter Sturnbeim. i is usually to infil 
rate of 10 get some orders Irom Valdar. During 


Sturnheim’s Details 
The rosd heding northeast into Sturnheim 
called the Sturnbeion road. ta well-maintained, 
ye took paved with grant sabe, 
The mad cntinors norihent beyond Sturnhel, 
bet thin section has allen ¿nto disrepair. I has been 
ily renamed the Forsaken Road 
wn le surrounded by a very ld 10400t 
tall wooden stockade wall. The Im 
locked from dusk to daw, and are always guard. 
tod by four militiamen each, The wall themselves 
Te coated daly wth spp reun denved trom 
1 local plant. For climbing purposes, the wall is 
Considered a Slippery, Very Smooth surface 


1) The Sign ofthe Three Crowns. 
Th comfortable inn has private rooms for 5 
wee Drinks are 1 op, meals are Sap. The com- 
‘Zon room the tavored gathering place fr the 
Silage each of Sturnheimi sted NICS spend at 
Kast some of their evening there every day. 
"Any ef the flor rumors cam be heard at the 
Three Crowns. Mama Chipmunk and Helak are 
the mont ley source of rumors 
1. A tebe of centauro dels to the south. They 
have become increasingly mare belligerent in the 
2. Old Post is the last survivor of a doomed ex: 
pedition ino the fll 40 years ago. (True) 


3 Poot's house is lul of treasure collected during 
his adventuring days Fale 

4 Carbuncle the armorer is insane. (False) 

5, Serectha fs a sweet fir who came to the vi 
lage lst year, apparently searching for long lost 
Va di 

A the militia leader isthe true power in 

own. Old Blusterwind ls weak sde and co 
rupt. (Hali Tue Ihe mayor honest) 

7. A huge red dragon Wes in the mountains. 
the east. (Fahe died long ago) 

1. Forty years ago, Sturnheim lost most of its 

ortune to monatrous raiders I was never found 
and this caused the villages decline (Toe 

'. Sturnbeim wed to bury is dead in a prave- 
yard north of here. I ha allen into dase in the 
Ka 10 years. Nowadays, villages bulk funeral 
Boats and release them down the river (True 

10 Coryn the potters som Stora’ closest 
thing to am adventure, (Very Pale!) 

IY Mout strangers looking for adventure round 
these parts are never wen again. (True. They are 
‘ther eaten by Sereetha and hr athe, or hey just 
leave town’ 

JZ Forny years ago, one of old Poets compan- 

ona went mad. rode out of town wearing 
plate armor, and was never seen again. (rue) 
13a, Five years ago, a swordsman and vw 


2 
woman by the names oi Onnod and Taramal came 
imo Sturnhe in hopes of hodina the treasure A 
‘ruc pair, they boasted that they would Lind the 


trove and give none to the city. They ft for the 
fasten hill: and never returned. (rue) 

13b. Same story except that the couple ع‎ 
mored to have found the trove and continued eant 
Fale 


2) Carbuncle Blusterbuckle's Armory. 

This is the town's armörer/weaponumith. This 
fast-talking gnome will mabe a su of armor t0 or 
der (ace PHBR pp 42). For ware all has ready 
Sate two shields of each available size. In the 
‘weapemnumithing area. he has a prod collection ot 
Swords, daggers, spears, polearms. hammers. ax 
Zeg Carbuncle will als train a fahter 
‘tho a ready to go up an experience level. charging 
500 gp times the level tobe pane 


3 Miranda the Healer 

No one knows exactly how to clasify Miranda. 
People have speculated that she is a witch, priet 
‘on hedge ward alchemist geed heal- 
Sin wa, Miranda a bale whose skil in plant 
Lore enables he to brew potions and make salves, 
‘Miranda sells herbs including gare belladon- 
sa, and mba, AE et A ep respectively 
in fac. Miranda makes a wellsbare belladonna 
brew for caring heanıhrapy. The brew cures y 
Zen in vty who have been infected of ae 
ing a 34 hours. The potion has 50% chance of 
ring the afte, the Brew fal wil never 
‘work om tht Se infection again, In her 
ae, the vit incapacitated Yor 104 days. The 
Brew cost 10 gp dose. and only two may be pur 
Chased by a PC in a weak ie 

"Ar any given time, er potion stock includes 
oar pala of ards pa 1 ap exch, four 
potion of care deus (S pp each), sa potions ol 
Be Wp, (gp ech) Let four po 
‘Soom per customer, no more than to 0 one Kid, 
Her healing services com 3 gp per visit, 10 pp or 
Kéiss 

Miranda s stubborn and hard to foo. Villagers 
trot er and het E and the strong men o 
the village mabe sre that no ane bullies or harms 


Miranda: AC 10: MV 12: Fo hp 4: AL CG Stet 
‘Dex 7. Com 10, lt 18, Wis 18, Cha 9. 

Nonweapon Proficienoes: Herbalism 18, healing 
Le brewing 18. cooking 18 


® Berryn Ate 

Th one stocks most of the nonveeapon/armor 
equipement found inthe Players Handbook, with 
exception of transport and animals. Is sold at 
310% markup for strangers Foodsalts and spirits 
Are ao avaliable 

E Bertryn has a broken down nan 
ser DMG pe 36) which he anions o unload for 
SO gp (or he wil ire out for 5 gp (day), 

erty, a paunchy. balding human male in his 
arly aD, al of spanked tor advice, most of it 
‘elem. He cannot help but 1 interject say into 
Conversation, Sl, many of the vilage’ old men 
sr lary young men congregate at the store and 


swap tales and et that are outrageously inac 
Curate, Rumors found a the Three Crown In are 
Iso found here, though with further embellish 


5) Valdas Howe. 

This house la guarded by two fierce war dogs. 
Aa arala, Valder home fren midi o eight in 
the morning, When he cut, the dogs wander the 


hause and the front door la locked Loch quality is 
excellent, see DMG py 36. —4 o Open Doors 
tolls, 20 10 Open Locks roll 


The following ema of interes can be found in a 
ked chew under Valdars bed 
found. Poot has key”. another parc 
15 brig. An pay 30 sp month. Cor 
inna 10 month In ation, the ches 
a potion of healing, a purse with 30 aquamarine: 
‘worth 50 pp each and 20 pp. 

The dogs, named Vayne and Artree are mastitis 
well-trained by Valdar. They are kept a te hun 
Fry, and wil enthusiastically sear imo anyone who 
Enter the house unaccompanied by Valdar. 


War Dogs py AC 6, MV 12: HD 242: hp 14: 
THACD 19: AAT 1; Deng 244; ALN; ML 12: XP 


$ Mayers Howe. 

The aicest structure in Sturnheim, there is noth 
ing 0 interes here. The mayor can be found home 
Iron dak to daws. 


7 Poors Home, 

This rundown but comfortable house is a 
housekeepers nightmare. The frail lock on the 
ee a wretched. #6 to Open Door 
15 Open Lacks rel), For every turn of searching, 
the PC has a SOS chance ol ading one o the fr 
lowing. Once an em is found, cannot be found 


are with 125 gp (his lant reserves) 
of wermth te lost 5 year ano) 
Re 
Another scrawled nee: "The key i the sword, 
the sword the hey! South of Forsaken Road! 


PP 


ano ۴ 
ae 2 ESESE 四 


mm $ den 


+ an old piece af drawing paper, with many doo 
‘cs on it. One corner shown a big dragon at 
tacking eight figures, with senbled caption: 

We hit A but did we ki a” 

+ a note written on good parchment: “P. meet me 
At the Old Alley tonight and bring the key 1 

have ascertained ts cnmn and purpose, phus the 

location ofthe lock. Y 

a battered great helm 

û painting ol Poot and his seven adventuring 

We 40 years ago. Valdar looks exactly like 

his father Kesor 


Mima Headquarters Constabulary. 
This stone building the mima assembting 
point. There is a large foyer for villagers to enter d 


fey have milleta related Kaes Two maps 
adorn the wall: One ol Sturnheim. and one n the 
Surrounding arva. 


The building ts always manned by sin milia- 
men, There is a locked armory room holding 100 
nk each weapon carried bythe mil, plas S0 waits 
are tour Jail el for especially tough pris 
we (such as unruly D plus a holding 
Ee which hits 24 

The village cenaus/ duty roste/rol muster a 
pi a smail locked office wed by Valiar. Ther 
is nothing in the office that wouid incriminate him 
Consider all lock qualities in the constabulary to 
be superior (=6 to Open Doors rolls, — 4010 Open 

beks roih). 


9 Stables Livery: 
This building wit house a horse for 1 wp per day. 
including tending and care 


The Key and the Tower 

The following section begins the main adven- 
ture The int encounter happens at night in a dark 
Ailey of Sturn, preferably alter the PC has had 
3 chance to settle ia the in. Boned tex is to be 
‘ead to the player 


Villainy at Night 


The night is chilly in Srurnheim, and very few 
people are om Ihe are. As you pass a alley, 
Sou hear the sounds of sculling and a gasping, 
fics for hdp. Torning to the sound. you we 
three dark shapes beating upon a fourth shape 
ee blade Hashes briefly 


Three brigands are ambushing Poot. The assi 
anes have iheir backs tured o the PC, Y the PC 
ahes to cali for the mia, they will arrive in 204 
reond. The brigands are not willing 16 eme m 
‘combat, so they wil attempt to knock out the PC 
22 Mie should the PC intervene. The brigands 
Rave the stone sword, and wil escape over the 
stockade wal o where they have three mounts 
E and ride back to the brigand camp. 

‘Should the brigands make their escape mith the 
sword, they wil take it back to the camp and wal 
fo Vidar, their boss, who wil follow them a day 

T any of the brigands are captured, they will 
tetas talk, and Valdar wil take contd of hem 
Ze them several hours Later). One brigand 
Kan a note on him Mee the old man in the Old 
‘Alley, take hs key and hil him. Leave town over 
the east wall, arrangements have been made, Go 
hack te camp and wart for me. "The Leader” The 
tte is in the same handwriting and paper a the 
ote in Poot’ house. tina hr 0 come 10 the al 
ley The od ol the PC petting a brigand with the 
te ia base 80%, witha cumulative +10% bo 
a foreach extra beigand captured 

Toot le dying. and no healing will help him. IF 
the PC checks on him, Poot will gasp out: "My 


ke papers. Send. in.. hey.. Forsaken 
Kiwi, moth at dragon. -Fortune 
A aell Val., then die. 

Poot's House 


TE the PC goes to Poots house after the murder 
he wili ind t uch as cartier described, except that 
2 pair ol brigands are alo sorting through a look 
ing for any more clues the old man possibly had. 
Te brigands wili clash briefly with the PC, trying 
a 


The Forsaken Road 
The road that leads northeast out of Sturnheim is a 
sad, winding altar, overgrown with weh. Many 
‘ofthe stones use to pave the road are either gone 
‘or are humbled about ot odd angles. Encounters are 
rolled for once per hour. 


Mad Challenge 


[ About 75 yards up ahead, a mounted f 
blocks the road. The figure i deemed in fall 
Field plate armor. including a shield and a great 
helm. Eber the armor te orange-red ww is 
covered in fast, The warrior hold a lance 

(nd skyward, a nal altered Dive pennant 

AN from the pons. 

The horse, a bony old nag, appears weighted 

(down by random slabs of uste plate baring 


Zeie of obvious great ape tape "Halt hi 
passage on this road you seek. them duel we 
nun til one is weak 

The bad poet Sir Nycklon of Roch, a 70-year 
‘ld cavalier who has gone mad. Nycios some 4 
the eight adventurers who failed t find the town’s 


treasure 40 years ao. As may be pursed, Nychios 
isthe party member oho wert unane ond Û the 
Rtg 
pant 40 years, Nychlos has been living in 
the hill, keeping Lech alive by bunting the p 
tiful game and guarding the road. The brigands 
Know of his presence and can easly avoid he 
Valdar also know» of Nychior existence, but has 
not made the connection 
Nycklos favorite campate lies a quarter mile 1 
the north. There, a small cave beside a stream 
serves as Nychla home, The ares shown s 
many cooking fires. The cave contain ie 
Leg cocking and 
wo short bows, 12a 


Beyond the camp is an area of flat ground 60 
parde long. 10 yards Cu 
Tove wall ci stones A 
crude archery targets 
In order forthe PC to pas, he most 
Nychlos. Ifthe PC has no korse, be may 
ticipate in an archer 


HBRI_ pp 86-88 for detailed rules on jousting. 

Note that i not necessary to beat Nyckios, 
just fight him. I the PC acted honorably, Nycklos 
‘il allow him by I the PC is tema, Nychlos will 
e to fight and allow her to pass. I the PC 
Zeen managen to beat Nycklos, he will oller 
services Sec 

Keser ol the outcome, Nycklos will oler 
the PC the hospitality of hs camp. PCs who con: 
tribute tothe fant with wine and/or other food 
tll warmly welcomed 

‘Nychlon hat never stopped blaming hilt for 
falling 10 tnd the caravan He i obsessed with 
making amend. and he sees his ene as part of his 


wcstioned politely. he will reveal 
the following. baby bt 
S Whatever took the treasure from the caravan 40 
year age wat definch not humano 
Keser the warrior was an evil man. 
A tone sword was found bythe party 40 years 
apo, bul as function was never ascertained, 
Ht the party mas wiped out by a red dr 
iros sure that they wounded it, but he has 
no hard peo Theo mayor made them wear 
mot do dicos the presence ofthe dragon. k 
{ear of caving the village to panic 
SCH 


Nyen is a porchotic sa 
and chivalrous. Y he goes along with the PC. he 
Say prove more al drama ihan a hp 
We based om the cavalier fighter kit in 
MBE, pp 22-24. 


rien ACO; MV 6:8; hp 70: THACO: 13; 4AT 
2: Dang by weapon: AL LG: SA Immune bear, 
SL Mel 
lo ha with Gemenge +4 mt 
saves va. mind aller magic, Str 10, Dex 7 
Zen Wis 14, Cha 9; ML 
apon P Lonesword specializat 
medium lance. horseman s mace, dagger, short 
bow, broadsword. 


Ti 


From Village To Tower 


fire bulking 13, weather sense 13, heraldry 14 
fishing 13, musical instrument. fate. 

Equipment. Full pate armor and shield. great 
Det #173 os enchanted or 
ell using creatures. medium Jane. broken 
‘Town old medium wathorwe 


The Signpost 


The hills ahead seem to be geting progressively 
smaller, sarete hing eastward int a rolling pain, 
‘One hundred yards ahead ley 4 curious rock 


A PC cloning distance to 00 fert and making an 
Intelligence or Wisdom roll whichever i higher 
can we that the formation vaguely et 
large dragon its head pointing south, The borm 
tom isa mere 3 fet Irom the north sde ofthe road 

‘When the PC passes within 10 tet ofthe arma 
tion, he hears a growling. gurgling none coming 
from behind the rocks. Sho the PC investigate 
‘ead the following to the player: 


Behind the rocks i a muscular, stocky man with 
or, bristly back har لسك‎ in a hy fun He 
Ve squire. Several other agree dead 

hi fe. A beaut ei ce spares 
Brightly around Ne ech. The man lech at you 
ih eral red eyes and sorts, catching hi al 
‘eaten squire protectively lo his brent, and 
‘Crouching n a tense manner. as ready o spin 


‘The manî is a wereboar by the name of Ahrne. 
Hei new to the area. Ahrne wil not attack wales 
the PC tries to take Arne squirrels or gold neck 
lace away 1 the PC ees food, Ahrne snatches it 
Ki without thanka. she PC oe wine, he 
as Ahrne as a friend for ie 

We wl allow the PC to view the necklace. 
but he will mot take it off and he will be ready to 
slash at the PCat the first sign of trickery I tbe PC 
De one Of his hirelings has the Appraisal protien 
Ey, he will find out that the necklaces value i 2 000 
EP. There is a gold medallion on the necklace 
Which reads "Sturnheim Caravan Company” and 
dated 0 years apo. 

1 Ahrne asked about how or where he got the 
necklace, he wil say that he found it several days 


agp, “near a stone man with empty hands- He will 
Ee the PC to the location provided the PC berds 
Im three meals a day supi him with a weap 
fon and gives him a hale of any further loot 
ound” IMerogation is always an option, but 
Abıme cant pve sper ihe instruction or te ions, 
ying 1 know the path when I see i 

Sirapped vn Ahrne tack round stone disk 2 
fect in ammeter. This his armor, so he says, and 
di found it done by the necklace. However, he will 
os volunteer the information unbidden. It a 
Stone shield. uned in conjunction withthe stone 
‘ror 10 open the tower door 

"Ahme fe rude, course. digusting, and greedy 
On the other hand. he know the area and is ely 
SE قبل سياه‎ armor and weapons. Ax 
{ong as a IC doesnot taut or abune Ahrne and 
eps hi td and or supplied with wine. the PC 
than staunch aly 


Ame the Merebaar AC 4 MV 18, HD 52; hp 22; 
THACO 1S HAT 1: Dy 2-12; AL N: SD: Siver 
or +1 or beter weapon to it; ML 13; XP 680. 


The Door 


all of your traveling through the rough 
u tally come upon a prest stone door 
tert ee hillside. Loose 
frocks and rubi are sewn about the ground 
und the door A جما‎ statue of an ar 
mored man isto the right of the door, with is 
Tack set against the hillside wall, The statues 
Zë arm a praised over ts head, ts right 
ramping empty air. The statues belt arm b» 
td toe eye level, with the left forearm held 
‘out ast bore an Invisible shield. 


The door has no keyhole, no handle. The stone 
that Poot found ages ago mus be hitted o 
Te right hand. and a stone shield mast be Hitted on 
the ett forearm. No amount e lock piching, Open 
Doors rollt or magic wil open the door. The stone 

eye are med 

TT the PC missed the stone shield and the DM 
wishes 10 be mercul, he may allow a resourceful 
PC to place a normal shield on the statues elt arm 
ande that work The stone sword, however, بد‎ 
cl mental! 


iz 


resting place of the lost 
‚van treasare. Forty-five Years ago. female 
red dragon brought together an unlikely band of 
Tobbers which connard of wingrd monster har 
Be manticores, and prions. They 
Would woop down on travelers ef the old 
Stumhelm Road (before it became known as the 
Forsaken Road, them bodily Into the ar and 
{ly ff to the abandoned tower in the rough hill 

As a rule, Ihe robbers were careful not to take 
100 much, so as not to scare away potential irav 


aert area 
ed clean of amy eeh amd ne 


‘A colony of wererais. attraced by the rebben 
casio, settled donen dci under the tower 
They were happy to bwe uff the بسب‎ 
and they dd an excellent Job ot net Aen 
Forty years ago, when the huge caravan depen 
ce from Sturnhem and the red dragon seid a 
‘hat gold, she knew she could not pasa up 
Despite local wow and speculation, the care: 
vanî ut gave a pretty fair account of them: 
ves, slaying most Of The gang manicores and 
When Poot expedition came tothe mountains 
searching for the lst caravan, they #00 pave a 
account ol thermelves better than anyone in 
Kl When the 
ihe eed dragon remained an 
she was mortally wounde 


tutes that remained were 1i 
ot thee 


‘tinged bers us 
With no strong la wing cou 
not match the dragons sucess. and tach species 
dritted away Irom the other and lived N 


Gaining Entry 
‘Once the “keys are fitted coto the statue, read 
the following to the player 


With the sound of rating stone, the vast door 
slides open to reveal a long tunne heading deep 
Into the beat ofthe hl 


M the PC enters, continue by reading the fellow 
ing tothe player 


TW apparent from the mos caval obervation 
that thie tonne! has not been ased in years 
Bew weed and rots crack through the roch. 
and cobwebs hang from the ceiling, Your fot 
Steps echo loudly down the tunnel, announcing 
Your arrival whether you tke to not 

The walis are decorated with faded painti 
cf various winged forme attacking human irav. 
e A huge ted dragon figure prominently in 
thew paintings as does a tower set in small 
Walley’ The drawings are rather crude. with very 

‘At he ead ofthe tunnel stands a portcullis. | 


The portcullis » rusted shut. with no keys or le 
vens handy. A Bend EN Gate roll wil be 
th abundance of rocks and rubble be 


peti ee not mach se er‏ سلب 
The Courtyard‏ 
Making your way around the rubble, you real‏ 


that you are standing at the bottom of a 
Kaes, with cra bills om all 
sides Inthe center ofthis aren, the shattered 
Verde ste homer stand before 
you. Judging by the amount of rubble at its ba- | 
de, wan once very tall. Now, all that remains | 
Perhaps one story worth al building, I appears | 
Wë 

Fhe most likely source othe flames es be 
ad the rons a kupe red dragon, stretched out 


What the PC does not know is that the dragon is 
ut the died carca oi one ofthe great beats 
or the destruction of 
hal of Poot’ party and the ruining ofthe caravan. 
When Fouts party fought i one adventurer got a 
Tacky shot af the beast and delivered a mortal 
round whch caused complications several weeks 
er ling the beast, 
The great dragon has been reduced to a hollow 
corps that has been remarkably well preserved by 
pene اس‎ that we carcasas a e 
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ondary lair. The tail and hind quarter of the drag: 
‘on, as well as most of ts insides, have ben saten 
Away. although this is not immediately obviows 
‘doe 1o the cover provided by the rubble A pack of 
iant rats, allies eler aiso dwel tn the 
The carcass has a one-foot-wide hole which 
Meads to the jermlaine s underground main lair: 
Wits night and the PC is wandering ta this area 
her sione or with only one aliy (he Jermisve 
RIN swarm out of the dragon's mouth and attack. 
preferably while the intruders backs are turned A 
purty the or more adventurers wil be 100 
much for the cowardly creatures to handle. How 
‘ver they will allow the intruders and wait for an 
‘opportunity to attack 
eh the rocks and rubble reveals 
‘one of the following per searcher per turn 
Marching, Each item can be found only once 
A nasty shield +1 
<A batter bastard sword frost brand 
© A rotting lather pure with four 1004p emer: 
3 
+ A routing purse with 50 pp 
® A Sap alver ingot 


© A gold brooch with a mounted ruby (a brooch 
of shielding) 
+ A ring of wizardry Cist level spells) 


E 
Hä 
mark of Sta 
+ Avery ld human skull, cracked open by some 
‘hing obviously very big 


DM should allow the items most usta x 
PC tobe found fist 

The rest ofthe area has numerous animal bones 
strewn about 

‘When attacking, the jrmlaine will prenar 


their blackjacks in an attempt to pumme their vic 
tim into unconsciousness. DMs should use the 


rules for bypassing armor and saping from 
Dë pp 5 and 72 respectively the jrmlane 
deleat the PC, they will sirip him. tie him up, and 
leave him to Ihe mercy of wandering beasts. 

The jermlaine were attracted to this area by the 
numberof rats and wererats dwelling here. The 
Tine midges do not know where the dragon kept 


Jermlaine 12% AC7: MV 15; HD 3 hp: THACD20; 
AT T: Dig 1-2 or 1-4: L NE; SD Detect invis 
‘Ne alenly moving creatures 50%, 75% unde 
tectable # batened or watched for, Makes all 
Saves as 4 HD creatures; ML 12; XP 15. 


The rats dwell in the carcass and are allied with 
the jermlaine They wil attack only I the jerm- 
he do, 12 PC or aly can speak with animak, 
the rats will fell him that more piant ats live 
round bere but those belong to the mantais who 
live underground 


Giant Rats (ah AC 7: MV 12 Sw 6) HD 2 hp: 
TACO 20 SAT 1, Dmg 13: AL NE; SA Di 
eme: XP 18. 


The Ruined Tower 
H anyone takes a chose lock at the tower's con- 
structive. and either makes a Stoneworking proli 
د‎ check. or a dual or gnome and makes a 
Winden ar Intelligence check. hey will notice that 
the tower appears to hove been wi rather haphaz 
anly on this plot of ground. almost a 1 had 
en slammed ito the arth by a large hand. 
That infact happened was that the red dr 
ln the kast day of ie ruined much of the Lowe, 
the ited up and put ande the ntact remain, The 
dragon then dug a deep hole for hs treasure 
Poured the foot into the hale. then replaced the 
mer atop slamming it down as the last of its 
Sarenet bed away. Unfortunately, the dragon 
“Sopp the eave ight mis the aen 


E 


EE EEN 
proach the open doorway to the tower, the door 
Raving been based ull us hinges long ao. Rur 
tiing soies. libe the wings ol pigrom, echo 
from the dark portal 


A pair of harpies lives in the ruined tower. The 
tower ering. not visible from the outside. ls pat 
ay cola. ging the harpies an aerial escape 
Hatch. The faor is covered in filth six inches deep 

The two harpes are ner, ofspring the rob- 
ber gana harpes They sil remember those days 
e interrogated they wil ra about 
their parents succes 


“The harpies did not want to stay in this te val 
ley, but every time they attempted to fly out. a 
nearby wyvern chased them in hopes of a quick 
meal, Now, the sisters are trapped here living of 
Small game and the weasiena ve 


e 
this area four times each day, and Four times 
‘cach night, but the harpies are too cowardly o 
take a chance 

H the harpies manage to charm the PC rather 
than eating him they will send the PC off to kl 
the wyvern or di trying. The only treasure to be 
Found is a handful 120) of gold coins with the 
Sturmhelm mint mark on them, all dated at kant 41 
years ago. The harpies keep the coins in an old 
Battered helm 

The only entrance to the lower areas is covered 
in the harpes fith. For the benefit oi demihuman 
PCS, this entrance can be treated as a concealed 
doot. stonework pit. or umate Noor. Wall ehe 
falls, an Intelligence or Wisdom check will reveal 
بس رانس‎ 


Harpies (ab AC 7; MV بن‎ FI 151C): HD 7: hp 28 
THACO 13: FAT 3: Dmg 13/13/14 AL CE 
SA Singing and charm, ML 13: XP 1,400 


The Pit 


| Beneath scoops of ith then lange. ith covered 

och, lias a pat as wide a an ol igh Bap 
pears that someone Ge has been st 
Work smoothing out the pt sides Drops of ds 
punting ooze that fall into the pat travel quite a 
Fong while before making a splat” nose 


The 
Slippery and Re 
3/2 dimbing rate) 

Twenty fect down the pit is a foot high tunnel 
branching out. This is the ermlaine tunnel, which 
leads to their air. A PC making a ot of noise while 
climbing thammering in pitons, ec) will tract 
Wie attention, who will cot the PCs 
topes, or attempt to make Ihe PC lose his prip on 
the wall 

The bottom ofthe pit is moist earth covered in 


jit is 90 feet deep and 5 feet wide; for pur 
Ge the surlace condition I Shehtly 
ch (= 25 penalty to Chmb Wall 


ordure. An Inteligence check will reveal that there 
Ss more ith her han can be accounted tor by on 
Iy the harpies overhead. Lying just a few inches un 
der the surtace e an ct The beast lives here, 
having an arrangement with the colony of were 
fats which live down here, The wereras use ths 
place as thet waste disposal A Soot hugh tunnel 
Eads into the subterranean areas that mark Ihe 


teg: AC 3, MV 6: HD بن‎ hp 36; HAT 3; Dmg 
‘SA Grab, disease, SD Never 
CH 


The only acceso this lair, shor of shrinking one 
seth horus that branches ott the 
ji onder the hares lar The tune twit and ums 
Lie uth endo a eri of Your al, © 
St tunnel. This the beginning od the fer 
Wine ar 

a PC actually manages to pet into the tunnels, 
‘the lar han 12 jermlaine plus however many were 
able to escape rom the encounter inthe dead drag 

Geier teas eat a black 
mar worth $00 gp, a potion of longevity, and a 


Jeemlaine 113 +) AC 7; MV 15: HD 3 hp: THACO 

0: AT 1: Dong 1-2 or 14; AL NE: SD Detect 

le listened o watched for, makes 
See 
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Wererat Lair 
“There are 18 wererats dwelling in this lair. They 
have packed away the drapon s treasure fr their 
own bel, Recently team of بصن‎ broke is 
do the tunnel, These evil dwarves learned abe 
the treasure and are now inthe process ol slowly 
taking over the wererat dens 
The only reason that the wererats have not since 
ın away trom the powerful dwarves the pers 
fence ol the red dragons heart. which the wererats 
removed and placed in a special chamber as an o 
ject of worship. Perhaps the cave Is responie 
perhaps the wereats faith a whatever the 
Fanon, the heart I now magical i often Hl the 
trereats with bravery and eng EN 
The oniy ihing the wererats need now is brend 
ing stock. DMs can decide jast kow lar to punue 
thie in their game. The wererats may atempe 10 
‘Capture the PC and his allie for mating purposes. 
The two barricades closing off arean od the com 
lex that the duergar have taken over are made up 
Toon stone and rubble and are ahvays guarded 
bby two wererat and two pani rat. Häerz a 
tempt to break through, the wererats sound an 
alarm, a very datincive, high pitched squeal. 
There ea 10% chance per hour of a duengr rard 
"Al ofthe wererals carry short swords and da 


1) Rat Dens 

Each of these rough chambers has 12 
rate and a strong stench. When a nonwerera en 
ters, they chanter loudly as a warning 


Rats 12k AC7; MV 15: HD 1 hp: THACO 20: #AT 
11 Ome 1; ALN SA disease ML. XP 


D Communal Area 


This rough chamber is littered with bones of 
small animals and humans. There ae skulls an 
finger bones dangling From the ceiling as i in 
Za 


This in the communal area of the wererats. The 
bones are of duergar origin. as this is where most 
ofthe pack eat. There fea 60% chance of encoun 
tering 143 wererat, and an additional 40% chance 
‘of encountering 144 lant rats in this chamber 


Wererats AC 6; MV 12: HD 3+1; hp 15: THACO 
17 PATA, Ding by weapon: ALLE, SA Sur 
prse: SD Hit only by silver or +1 or better 
Respons: ML 12. XP 270. 

Giant Rate AC 7: MV 12 Eu HD3 


pi THACO 


20. #AT 1: Omg 1-3; ALNE SA Diseme; ML 7; 
XP ıs 
3A) Sleeping Area 


This room appears to be a sleeping area. The 
stench of tate m particularly bad here. The 
amber floor i covered in Fithy raps. which 
bd as bedding, The decor of the 
oom is rather dd, objects that Took ie be of 
Valorar placed around the room in a haphar 
And Tachion. Three rat ok rouse themseives 
nd iare yos. chanering angry 


All ofthe bedding is made up 
tapestries. hand other rare co 
teed beyond salvaging, Other 

tre a Cachan vase (former value 5,000 p). a pew 
Her buchle (500 ep). four dented olden poblets (50 
fo eo), and a replica of Stumheim offical seal 
Made of pold and decorated with aquamarines 


kend 
ha which are ru- 


Wererate Ok AC 6: MV 12 HD 3+1; hp 15 
THACO 17; AAT 1: Deng by weapon, AL LE; SA 
Surprise: SD Ha only by sve or +1 or better 
سدسم‎ ML 12: XP 270. 


30 Sleeping Area 


This chamber is uned as a sleeping an evt 
enced by the waded masse of bedding scat 
tered abou! the oor, A canopy propped up by 
Ess 


Lange wererate sch angrily advance at you 


This sleeping area is much the same as 3A, with 
the following exceptions. The canopy iv sheet of 
smallness. The ro alo has- a chessboard made 
ivory and obsdian (500 gp). broken bronze 
Lamp. a silver cotter (150 gp), and one velvet lined 
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The Underground Complex 


xtra healing, one jar of Keoghtoms Ointment, 
ind a scroll of protection from undrar. 

Under the carpet ies a trap door. This door gives 
acces 10 what remains of the Cen ofthe lost 
Caravan. The treasure consists of 25,752 gp. 
{21997 sp, 12 diamond worth 1.000 pp each a 
Sack of 30 pearls worth 50 gf wach, and 18 bottles 
‘of expensive, Neal brandy (each bot 
worth 200 


Osmod: AC 1; MV 12; HD 5; hp 35; THACD 16; 
TAT 1: Dmg by weapon: AL LE, SA Surprise 
SD Hit only by siver or #1 or beter weapons 
Str 16, Dex 16, Com 13, Int 13, Wis 13, Cha 12 
ML 16, XP 1,000. 

Weapon Proficiencies: Two Weapon Style. foil 
‘lett, kong sword, main gauche 

Equipment: luther armor 72. fol +2. stiletto 
"eT, boots of striding and springing. purse w 
75m. 


Tarama: AC 2; MV 12: HD S: hp 36; THACD 16 
TAT 1, Dmg by weapon: AL LE: SA Surprise: 
SD Hit only by silver or +1 or better weapons 
Sar 15, Dex 18, Con 15, Int 11. Wis 12 Cha 15, 
ME 16; XP 1.00. 

Weapon Profciencies: Crombow special 
bastard sword, hand axe dapper 

Equipment: Leather armor. light crossbow of 
DE, 16 bolts #1 4 holes 22. bastard 
Sword, dagger of venom, rng of protection + 
oak of protection +1, purse Ww) SS pp. 2 ru 
bie (500 pp ea 


5) Poot Cavern 


This huge chamber is a cave formation taken up 
mostly by a huge pool of water The walls and 
are rough stone, and the ground is sand. 


‘shore to the far southern end ofthe 
A pur ol carved stone tar ead up 
KS 


“This cave chamber is the wererats source of wa- 
tet, ana Ihe oceaional fresh water Ha o suppl 
ment their diet 

From the shore. he pools bottom slepes gently 
for about 2 fet then plunges down 40 fet. The 


water. which comes from an underground crack. is 
Sool ard rek 

"At the bottom of the pool lies a water naga 
named Rajerha. She acis as an adviser to the 
ererat community and i held in awe by the 
rerainan an orale 

TRajesha has a preat amount of curiosity, and 
would much rather tal a interesting people than 
Kr 

Thee ae thre things that a PC may ak of Ra- 
ملسمل‎ The PC may a Rajeesha to let the PC pass 
Zen) attempt to turn Rajersha against the 
Ze or convince Kajesha to Join the PC as a 
Kean Each attempt requires a roll on the En 
counter Reaction table A Friendly ech allows 
the PC to pasa, or urns Rajeesha against the were 
fats, of makes her Join the PC. Any Hostile result 
makes her attack the PC immediately. 

“Attempts at either asking Rajesh to let the PC 
pas. orto have her join the PC, are rolled on the 
Frendiy column at a +1 penalty An attempt to 
make her turn actively apainst Ihe wererais I 
‘alle om the Indifferent column at +3 penalty 

Rajesh has a Lair atthe bottom of the pool 
containing 20 pearls worth 30 xp each, a potion of 

water breathing. potion of fire venience, and a 


iets $a it rested and dented. 


Rajesh the Water Naga: ACS MV, Sw 18: HD 
7 hp 40, THACO 13; HAT 1; Ding 1-4: AL N: 
SA Spell abilities as a Sth-evel wizard: ML 11: 
XP 3000 


10 Heart Chamber 


The entire chamber is ablaze in a fiery red light. 
Which emanates from a fleshy heart fet in di 
Ze The heart resis atop an oblong marble 
{Ish Surrounding the heart are small carved > 
Cr Even the al seems to be charged with em 
ray and. eventhough the heart does not move, 
S heats heartbeat pounding in your head 


On and the rest of the wererats did a very, 
very stupid thing. The slab is not an altar, but a 
Zeien belenging io an archmage who oris) 
Tally dwelled in the tower above. This bunal 
mde the only subterranean room of below 
which has survived the ravages ol me 


The Underground Complex 


The archmage sought lichen, but the formula 
work an expected. Instead the wizards 
ollapsed into dust, while his be force and 
some other od magic stayed in the vicinity 
“The two most proound eects of he attempt are 
the unusual preservation ofthe red dragon corpar 
at the base of the tower. and the enchantment and 
preservation of the dragons hear resting atop the 
Tomb. A lesser effect has been the extremely dow 
Transen of the wizard lo the nea. 
ft dead body of significant ar. namely the ed 


bio 
As for the heart, alchemists are always on the 
lockout for dragon parts, especially brains and 


hearts I the PC decides to beep a umal part od the 
dragon for hmset, treat as an amulet which pr 
tects the wearer to Jar spell for ome year alter 
Which rot and dinitrate 

The figures around the heat are 32 chews pieces 
made ol ebony and ivory, worth a total of 940 Kp 
They were placed there for decorative purposes 
only and have no magical properties 

TCs who hist wish to destroy the heart can do 
so. No benefits are gained, and the wererats will 
Jose their nerve. allowing the duerpat to sch 

ran the lycanshropes within 24 #212 hour 
The ext rom the wereraty secret escape tne 
ia cleverly hidden with Ke boulders and eter 
Such debris. A well hidden tai snakes down o the 
Area where the large nl through the hilh en 


The Duergar Sector 

The invading duergar have taken over about a 
Ath ofthe wererats complex. Un the wera 
the duengar enthunastwall, patrol the e 
they have captured. Patrol are encountered ca 3 1 
Zon Ide; checks are made every round pen in he 
corridors, A typical Aen patrol comunes of two 
Auen on senden. The duergar ate ferocious and 
will stack outright anything that not a durar 
Beien AUEREN Ah mu make 
a Land bared ding check at - 4 penalty 


Duergar (ak ACA: MV6; HD 2*4: hp 14: THACO 
18 FAT 1; Ding by weapon: ALLE: SA Oppo 
nents get a2 penalty o surprise, duerpar pot 
342 bonus on surprise. SD + 4 bonus on saves 
Va. magi, immune 10 paralysis and keen 


duons and poisons: ML 13: XP 650, 
Equipment: Chain armor and shield, light cross- 
om and 24 bos, pick 


Stender (2 AC 4: MV 12: HD 4; hp 24; THACO7 
TAT 1, Ding 18, AL N: SA Fon nick te victim 
EE a sul attack but vc 
im trated جد‎ AC 10 minus Dex and mapa 
bannen SD Leap, ML 1; XP 120 


7 Duergar Assembly Area 


The chamber i dimly ht with phosphorescent 
ungen. The air smell mod and ir mingled 
‘with he wort of odes and theo of weap. 
A number o small wart saed shapes rine up 
te face you, weapons gleaming in he low light 


This chamber is und os staging area forthe 
eg and a guard pos for beeping an eye onthe 
‘slaves in the chamber beyond. Four duerar ate 

Kaes? here are eight short stools 
a crude low Ube, several pichers of ale mad 
trom fungu, and plates ol meat whose origin a 
Bes nor speculated about 


Duergar (3¥ AC 4 MV 6: HD 2+4; hp 14: THACO 
18 FAT 1; Dig by weapon: AL LE: SA Oppe- 
nents get a -2 penalty on surprise, duergar wet 
beige +4 bonus on saves 
Kg to paralysis and Phantasm, 
¡asoma and poisons: MI. 1, XP 680 

Equipment: Chan armor and shield, light cross- 
bow and 3 hal. pick 


Duergar Captain (ik AC 2 MV 6: HD 4+6 (RW) 
"ip Se; TACO 16; BAT 1; Dmg by weapon: AL 
LE. SA Opponents pet a —2 penalty on sr 
prise, duergar pla +2 bonus on surprise; SD 
"bonus on saves va magic. immune to paral- 
yum and planten asian and poene ML 
os 

Equipment Plate armor and shield hammer short 
ord. brooch of shaking 


The Underground Complex 


Stave Po 


The stink of unwashed bodies au y 
andthe sound of routing chaina and groans fl 
Your vars. THuddled in the dim toechight are 
three humanoid form chained to the rough ca 
ven wall 


This chamber is used by the duergar to keep the 
slaves they require lo clean up debi and remove 
Toch lides, The lave are relatively good hope 
Siner they arrived here a mere two weeks aps 

"Cherry ia a halfling thet who wan caught sia 
ing by the durar. Cheery enjoys the good ie. 
but cannot bear fo work. thus he turna 1 


vil pot want to be a PC hen 
Sly him with the PC umd 


ra ia female drow warrior, Sech 
i, proud. and soot, she will neverthles, 
ally hers uh the PC In order o secure ber tee 
m She will even give her word that she will be a 
ai ally for as long as Ihe duergar threat 
vent inthe comple. Quarra is pragmatic wrt 
Cheriadoc Cheer) Banyfingers: AC 6: MV 6: T 4 
Np 18; THACD10: PAT 1. Ding by weapon: Al 
Cobras OL an. PRT دك‎ Moa 


HS 15%, DN 25%. nen RL 208: SA 
pri bechaab double damage Str & Dex 
om 1s, Int 14. Wis 7. Cha 12 ML 


Wees Apprasing 1, cooking 

rook the Goblim AC 10: MV e: HD 1-1, bp 
THACD 20. FAT 1: Dme by weapon: AL LE 
ML 10. XP 15 


Quarra Zolond: AC 8: MY 12; HD 3 (F3); bp 23 
"THACO 18; HAT 1: Dig by weapon: AL CE 
Ep 


= Aral Chamber 


artis with d the odor of 
dwarves and animals. There are several short 
human shapes in the chamber 


There is steady 
this chamber. I 


‘Once the PCS make an attempt t 
chamber. Continue reading tothe player: 


Inside the chamber the half-dozen duergar spot 

you prab their weapons, and charge you, yell 

Ing loudly A group of large spiders lay tethered 
pte wal 


a ol the wererat complex 
e broke through. The dark 

thing of vale ut a FW 

The four spiders are teers, and will not be 
arto the mele against the PC unden ببشم‎ 


Doergar AC 4: MVE: HD 2+4: hp 14: THACO 
fe FAT 1, Ding by weapon; ALLE, SA Op 
ments pet a ~ 2 penay on surprise, duerpar get 
vs mago mene o paralysis and phantasn. 
luso and poisons, ML. 13. 650 

Shien A AC A MV 12 HDA hp 2; THACO 17 
FAT 1. Deng 1.8: ALN; SA Feet stick to victim 

ac in Seel attack but vi 
tim i treated as AC 10 minas Dex and mal 

Ke MIL 11 XP 120 


10 The Tunnel 


The tunnel i quiet, save for an occasional faint 
nk and wet socks and sod hangs in the air 


The duergr. irritated by the lack of a decisive 
victory agate the erefat, have captured an um. 
Ter buik and chained tothe tunnel foor. They 


zo 


The Underground Complex 


hope to use pen the were 
they keep it in the tunnel so sn 
about staring ito lt eyes and sch 
Untortumtel. the 
ated cesta 


70,000 pp. 


Cnet AC 2, MY 6, 


the tunnel floor Once 1 
the hulk wall tack 


Umber Halkı AC 2: M 
Véier 11: FAT ¥ Deng St 
SA Confusion: M 1 AP 4.000 


1 Commander 


E rug on the foot, and many decoro 
cas om the walls. A single lantern with a red 
Im How مسف‎ the ream, 


aglow supplemented by a brave led with hot 


tal for warm 


Comfort the 
This is the duergar 

PC enters, Grekat, 

‘whistle that he beep 

Brings 1 duergar soldiers in 134 1 rounds The 
spider alo laps up and attacks the intruder 

i the chief interrogated. al he wl ay 5 that 


Ti 


When the PC emerges from the wererat lair, ther 
is but one final obstacle. The spirit ofthe archmage 
Ras taken over the remains ofthe red dragon. and 
quite angry. The last few millennia wene at ere 
minutes tothe mape: the last thing e remember 
Fis original dying breath, Now, he awakens. fully 
sentient. expecting lo be a ich, and instead he 5 
trapped inthe body of a halt eaten red dragon 

‘When the PC passes by the body: read the fl 
lowing tthe player 


A loud scraping noise comes rom behind you, 
as # a huge bulk was being dragged along the 
round 


Give the PC a chance tin read 


tothe player 


fully cracking open. 
low voice exclaims, “N worked 
live!” The triumphant to 
abrupt halt asthe dragon 
‘law and 
o the draconian Facial features te aw drops 
‘pen in what you would swear was amatement 
"Abrupt, ihe drapon tures around and looks 
down the et ol as body all ci which i 
long pone. An unholy howl comes 
Thos cannot be! Iwan 


Unfortunately for a, dragen 
form has no breath weapon. no spells, and no spe 
ial abilities of any Kind. The archmage does m 
now this, and wil certainly waste the first thew 
rounds trying to breathe ie ar cast spel 
There ia 40% likelinood each fr ejem 


or the rats 
“Technically, this de 
given un 

wit. I the de 
Following o the player 


be il inthe body when ania 


ombie. a compe 


2 destroyed. read the 


As the great beast collapses into a heap of ru- 
de aver mist boils up from 
the remain. Slowly, the mist takes the form 
an old man in robes, holding an elaborately | 
‘level stall “You!” he bellows, hi ace twisted 
a rage “You ruined my chances of chow! 
Why? I do not even know yout” Suddenly his 

e gore and his form fades. Ina few heat. 
‘eats. the apparition is gone 


1 the PC was farsighted enough to destroy the 
body when he fin came upon 1. this encounter 
‘does not happen, bat the PC psa 


Dead Dragom: AC -3 MV 3; HD 13: hp 42 
THACO 10: #AT 3, Ding 1-10/1-10/3010; AL 
CE ML 18: XP 5.00. 


Wyvern Watches 

cated ost 1.000 fet ahead and above the es 

froin. the myer can se Ihe tower and the chear 

Ses around The wyver always watching ior 

‘he harps. in case the later ty ho leave, Tho 
cps he 


“The wyvern ai conte ot cave in the hil- 
ade Ne Sep, AS pp. a potion 


Y dia 21, an arrow of dmg 
levee. doak of eoenkind, and 
pair of boots ofthe north 


Wier AC 3; MV 6, F124 (EJ: HD 747; hp 42 
HACO 13, #AT 2: Dmg zi AL NE, SA 
Poison MI 1: XP 2.000. 


Sturnheim’s Gratitude 
W the PC 


Keep any magical tems found. In addition, the PC 
sear any ol fsa far a mah. Any good ê 
Services purchased in the vilage will have a 25 
Tk Valdas' role in this alfair was exposed. the 


gratka villagers wil nominate th PC for the pos 


22 


The Brigands of the Hills 

The brigands camp siden in the hils north ot 
the Foran Road. E 
e et to them by Vakları to cover their 
track, penalizing any Tracking attempt with a ~ 4 

A seis of five similar wooden hat, larger 
wooden cabin, and a ental fire pit make up the 
Ballo the camp. The five bats ae homes dr the 
regalar brigands. while he Cabin homes بعاد‎ 
{shen he vita, an wall an Corinna Adontalyn 
Valdars tse second in command 

A cave on a nearby hl has bern altered into a 
stable Tor the eight high-speed quay horses 
us their sade and other nding equipment 

‘One brigand always om paard duty atthe 
mouth of the cave sable, To pairs of brand 
Patol the camp oer perimeter The bande pa 
Frol in shite ol eight hours 

Tach of the five ts contains 444320 sp, a ta- 
tle, a small braier, several pounds of coal. a 
hod lantern, ight Mad o and fine and 
steel There are abe three o cache the along 
Da knapsack. blanket, watmkim and charr 
The huts have makeshit doors wih poor qualty 
locks (#4 10 Open Doom rath. +13 10 Open 
Locks rolls! on hen, though the brigands ect 
It bar the doors on the me 

The cabin has a normal oc on it (no bonuses 
penalties), and can abe barred on the nae 
Fhe interior I nt one large room. with hooks to 
el up privacy curtain # peed. Furnahings and 
irren includes: two beds, a table and wo 
‘hair a ireplac with plenty of firewood 
lantern. ir asks of i, and several chang ol 
clothes (cloaks, boots, shirts, pant). 

The masonry of the fireplace Cen a be 
stone. which Coal» Large hole thar hold the 
Camps treasury A reprool bathe ag contains 250 
o, SOO sp. 30 apaes CO pps), are of protein 
Daat and a pot of er ding 

Unbeknownst to Valdar, Corinna has estab- 
lished her own secret hiding place. under lose 
board next o her bed. In thi space ane: 34 gp. 67 
39. 12 pp, Potion of gaseous form, a potion of 
Healing an onys dog figure of wondrous poar 
(che i unaware that magical), and a etter rom 
Valdar. The letter. addressed to Corinna. says that 
he suspects thatthe towns treasure eo the ls 


somewhere, and asks her o lead the brigands on a 
Search fr Valdar promises that the milia will 
‘ever karans the brigands. and that he will person: 
{iy ae that they can chamb over the stockade tale 
iy. The letter is dated two years apo. 

Valdar told Corinna to destroy the letter. but she 
kas kept tax an opportunity to blackmail him in 
the furore. d need be 

TE the brigands managed io make it back from 
Sturnheim with the stome sword ir will be in the 

pine 

Corinna 3 moderately atractivo hall elven 

man in her late 206. She le a calculating, devi 
‘con yet unlinchingly brave adventurer. Corina 

I Carna is interrogated, she wil reveal 
(© Valdar m secretly her accomplice, and he has the 

brinda loking or the lot caravans treasure 
‘= The brigands recently found VE ste ofthe 

beet tthe entry to the tower ara), and re 
layed the information to Valdar, who knows 
here the hey m 
The hey tthe stone sword. 
Valdar mabes sre thatthe militia is not patrol- 
ling the places where the brigand happen to be 
+ A Four of centaur in the south woods have 
‘Cad the brizamd much are 


Brigands (18% AC 5; MV 12: D hp 5; THACO 20 
FAT. Dg by weapon, AL NE: SA PP 40% 
HS 40%: MS 30%: ML 12 XP 50, 

Weapon Proticiencis: Punch specializat 
ومع‎ light combo, short sword 


on, de 


Equipment; Stodded leather armor, light crossbow 
‘ind 24 quarres, short sword, lub, dape, 
pone w/ ide ep 


A: MV ps hp 21 
(VAT 1; Din by weapon: AL NE 
Str 16, Dex 16, Con 12, Int 11, Wis 15. Cha 14; 
ML Te: XP 1.300. 


Weapon Proticienies: Punching specialization, 
Tigh cronbon, bastard sword. dagger. 

Noneapon prfiiencies: direcion sense 16 fire- 
Lie 14, ring land used 18, running 6 
tracking 15. 

Equipment: studded leather armor +2. bastard 
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sword 91/43 vs Iycanthropes and shape 
Changers light erombow +2, 20 bolts +2. dog 
ker pune Ne 


Fangflight 
Lett the manticore is ugly even as ar as 
ars are concerned, Thin coupled wth his 

Vie, and longing forthe good old days of plent 
DN make or a tray Ga 
and downright digunting opponent 

A cave high up the 

his str Fang weary leather co 
ona of the al 

fang lie doe not attack an opponent immedi 
ately. but rather engages in abu laden dialogur 
‘ah the intruder, culminating im a demand or 
Ze good reason why the maneicre Ae 
Ka ive the BC a dow, mem, pala death. A 
hei (1,000 + ep bib, a magical item, and ton 
Of mote bottle 4 gar are thee Rood rar 

I somehow the PC manages to coan Ink 


tion out of Farah, he gets the following: the 
fate ol the caravan, the location of the tower. and 
the fat that there la a red dragon living there 


ofgin AC 3 MV 12. D 180); HD 64% hp 
39: TACO 13: BAT Y: Dmg 19/13/18, AL 
LE SA Tail spikes 1-6 dmg: ML 14: XP 1.400 


Treasure! 349 up, plate armor of rage +. sone of 
ER langanges 
{actualy looks ike a sptvon. and that what 


ns foe 


The Great Misunderstanding 

Miranda the herbalist often needs the rare plants 
and rots hat grow in the sylvan wod south el 
Sturnheim. She sometime hires villagers to collect 
the planis, but thanks to Valdar a rumor monger 
Ing, mot are araid to ente the woods anymore 
Miranda ho very interested m hiring a PC (le will 
pay him in potions and services! to caller some 
Fare plants ram the center ofthe woods 

A Eribe of centaur els near where the plants 
WEE 
Brigands and hey are convinced that a i the VI 
lage sel that bears them il will 

"fu, the centaur have been preparing foe war 


against the village. The current tribe consists of 12 
ZEN males. 24 adult female. and 10 Joa. The 
Centaurs community consists of 13 huts, a central 
arth cooking fre, a well, and an area set aide 
for the growing of rare plants and herbs. This area 
Keis that Miranda seks 

"Surrounding the lair is a cleverly camouflaged 
wall of thorns and عمسيل‎ Anyone who uni 
ingly cromes thn barrier must save vs, breath 
weapon or take 248 points of damage from the 
horn. A succendul save reals in hall damage. A 


PC wha can Find’ Remove Traps, or has the Set 
Saara. Survival or Tracking proiiencie i a 
Towed chek o see fe notices the brambles be 


the save was made or no, takes the 
Vo estricate vel, although he 

el have gotten through the wall. the 
FC wishes to make his way forward through the 
thorn mal, he amount of time in doubled. and the 
PC takes an addtional our point of damage with 
Bësse 

The wall of thorns has two sake ares 
astern and westernmost po 
There always one Centaur gaar 

There ate always iwo pa of centauro ot 
ing the woods. There ia im chance per tum for 
Elte ge pair. I he PC pets 
aught in I brambles. a pair of Centaurs arrives 
io 18 rounds 

Whatever th circumstances, read the following 
when the PC arrives within sight of the camp: 


A great cular clearing reiches out bel 
Jou The prame is neatly tried, and all the 
Tres atthe ec te clearing have been cae 
fully pruned. Over a doren wooden huts dot the 
GA wih a large cooking area with a 
Stone wel the middle ol he clearing. One a 
tcl the camp appears to be a garden 

“The cccapant othe camp are everywhere. 
Powertuldenking centsun drow water om the 
weh dil with spears or end the garden, while | 
Young centaur als play tag with each other or 
‘eat minor machi 

“A the centaur notice you, the activity halts | 
e gather their young to 
thor ide and move toward the bat, The male 
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(entaurs, spears, bows, and clubs at the ready 
Save at you with hostile suspicion and begin 
losing range. 


The che of the tribe is a young. powerful stal 
lion named Heeerhab He an not bora chit For 
very long, the previous chil dd of old age a werk 
Sino. Hererkah is harsh, but far He wants what is 
best for the tribe. and curently humane 
threat 

Regards ol how the centaur met the PC 
Heeerhah will be cautious and very suspicions 
The PC must win his trust. and there are several 
ways of doing this 


+ The PC must make a distinction between him. 
sell and the brigands. In the century eyes. all 
humans ae alike 

+ The PC must make a distinction between brig 
ands and villager, as the current ceneaut set 
tment Is o go into Sturnheim and jus slaughter 

a INTC has already eliminated the threat ofthe 
keent he munt furnish some sort of pros 

+ The PC may oiler his service to get to ihe hart 
ofthe matter. The centaur accept the offer and 
{ive him four sundown to sole the problem 

e The PC can ank the centaure why they are oo 
hostile to humans, allowing the chet the how 
ol rine his grievances in a manner much laced 


The PC can find out the following from 
Hecerhah 


e Tht centauts have clashed with credi men who 
come Irom Stumbi at night and either ake 
the Forsaken Road or skulk along the borders of 
the centers forest 

+ These men head north 
times they nde horses. taking car 
ft a spol punt outside ofthe village 

+ One man. who looks more powerful and ini 
dating than the rest. comes and poes often. I 
presed, the centaurs describe Validar 


Into the hills. Some 
to bide ther 


+ Some ofthe men even found the centaur’ trea 
Sur and stole most of This was what fostered 
the construction ofthe hen wal 


M the PC has come for Miranda's plants. the cen 
ar refuse to part with them. and not even EH 
will change their minds. The PC must fight 
Neveha. a tough centaur lo arn the right o take 
the plants. The combat is nonlethal, and most 
eat wi be wrestling match, IF the PC has 
ctlered to help the centauro, they will give him 
Haer plans he ner. plus a centaur compan 
Tae. namely Neveka who wili stay with the PC un. 
ti the problem ie solved 

1 the PC refuses to deal with the centaur and 
wishes to Took for the plants growing wild in the 
Horst oil check munt be made every hour, vs 
ing ether Agriculture. Herbalism, or Survival, A 
eol check nets the PC a tenth of what he 
pan 

Thiet Hewerhah has a medium shield, medien. 
lance +1, and a longwond +3. The Iribe has no 
treasure worth mentioning, the brigandı having, 
trade ol with e (about 2.000 gp worth). 

Sec in a big ugly and a 
hom, But na steady companion. He Joves to wrer 
Wie and i he has to fight the PC, he will use 
Wrestling as an opening tactic (ace PHBRI. p73), 

The centaur are equipped with spears, compos 
يس اك‎ shea! arrows, and clubs 


Average Centaur (ich AC 5: MV 18; HD 4: hp 24, 
THACO 17. PAT 3, Deng re red weapon, 
AL NG: MI 14: XP 173, 

Nercha: as above, plus Ser 18. Des 
©. Wis 9, Cha 3: MÈ 16. 

Weapon Praficencies: longbow. lub, spear and 
"wrestling specialization 

We Prfiienden: Hunting 8, endurance 
EECH 

Equipment: Composite longbow, cub, spear. 30 
heal arrows, 30 let of rope, 


Chief Heeethahe AC 4; MV 18; HD 5: hp 35: 
THACO 17: BAT 3, Dmg 1-6/1-6/and weapon; 
ALNG: MIL 17: XP 380. 


Daddy Knows Best 一 
D 


ie 


the graveyard. DMs should feel free ht loo 
Vol the most absurd stores Ihat a superstiio 
mind could conceive. 

the PC asks why the graveyard is so far away 
the reply i thatthe town founders were worried 
about undead, not that anyone has ever seen any 
‘or had conirmed reports about them 


The North Forest 

Unlike the sylvan woods to the south, the North 
Foret is a thick chaotic growth of trees and un 
‚derbruh, The poy slow here, despa a dimiy 
perceptible rail that leads tothe graveyard. There 
are several points of interest inthe forest, which 
re outlined folowing 


A) Whaoee Goes There? 


‘As you negotiate your way through the dense 
‘woods, a mourntul hooting comes irom ahead, 
to your ich 


Mihe PC e 
tion to the player 


nes in, continue reading the deeg 


An owl lays on the ground, with is left wing 


shaft wicks out From under the lft wing. The 
bird looks at you and hoots apa 


Seretha will recommend thatthe poor beast be 
put out of ta misery. the PC tries nnd ie help 
the bie les up ito the air and the broker a 
row shaft falls to the ground, This actually a 
Fun; the ow was testing Ihe PCs nature 


Put me out of my misery, Indeed! Giving up 
hope abit too quickly are we?” the owl asks re 
proxchtully in perfectly articulated Common 
‘Sul, 1 appreciate your desire to help. kind war- 
rior, rather than just giving up. What do yo 
Seek here. where no humans have tread 


‘The owls name is Ooohooroo, but will g by 
the name Mousebane i the former is oo dilieuk 


to say. Metten is a talking owl d reat wis- 
om. and she is currently looking for a lucky band 
of humans to pain the benefi of her area wisdom 

‘Sereetha wil do her beu to convince the PC that 
the bird is not worth having around She will even 
make hints that“ ts hard to share thoughts of a 
personal nature i there is a third party present! 
Thanks to Sersethas mercy killing” remark, 
Mousebane n already soured toward her 

Mowehans knows thal an wibear prowl in 
these woods, and that a graveyard Des north of 
here, tough the place ts partially sunken into 
Se The swamp, located went of the grave 
ard. has slowly been encroaching eastward. and 
Mowsehane will pve a leture on wetlands and the 
rom whether ak to or not 

Vase i a female owl. She speaks Com 
mon, bach dragon, centaur el haling. and Dr 
Abe. Make always uses ten words lo say 
Something which normal Yolk would expres in 
tear She u exception intelligent, and enjoys 
talking II aked politely she wil accompany the 
x 


Mosebame. the Talking Om AC 3, MV 1 F 
Bech, MD 292 hp 12 TMACO 19: HAT y 
Ding 14714712; ALLG; SA Swoop; SD Nev 
cer Surprne; MR 20%; MLS, XP 975 


The air ie filled with a buzzing nase, puncte 
ated by a few sl and growls, The none 
ome rom a pont ahead. 


1 the PC closes in, continue reading the follow- 
ng tothe player 


A huge black bear leans against a huge oak, is 
paws waving at a large opening in the tree 
trunk. A coud of bees hovers abot the hole, 
from which a golden liquid oozes. The bear 
turns and kooks at you, wats the al, and re 
tre do his task 


H the PC helps the bear pet the liquid, which is 
honey, the beat wil follow the PC into any situar 
tion that dom pat involve undead (al the grave 
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ir would wat patiently at the edge of 
Wholesome ground). Shoukl the PC abuse the 
Fear it will anari and able off I the PC attacks 
the bear outright It wil defend ct 

The bear wil follow a ranger PC whether or not 
the warrior helps the bear pet Ihe honey. The bear 
Knows rangers. and knows that they make post 

impanions and ca find fou sandy, I stl wont 
Jo near undead, however 

Helping the boar pr the honey involves dealing 
witha swarm of angry bers Anyone attempting o 
Het o the honey tung Tor a number of hi points 
ul to hs armor clas divided by two, rounded 
Sp: Se and wil rive he hor sh ro 

‘Should the bear and the owl both join the party 
Sereetha, her temper showing mern ef wen, wi 
‘mutter how things have turned ita a menagerie. 


Black Bear: AC 7) MV 12: HD 323; hp 26 
THACO 17, BAT 11-10. SA ite AL N 
ML 10: XP 178. 


O Ons, Bears, Owibese 


Off to your leht o a grow of old tee trunks. 
They are bare of any leaves. but they appear 
have ben placed together to form a 6 

19. A lew bones lay scattered in أ‎ 
seems lobe an opening. and an odor 
Tish watis over To you 


This is the den ol theo 


eat and wil certain 
ty smell the PC and come out charging. The PC 
Wil notice tracks ofa very large beast Tracking 
Zu made. If Mousebane 1s wth the group and 
the bear han been encountered, the o 


This is eminently logical. Fist you meet an 
ond. then you meet a bear, now you meet an 
hear. Very logical, very Led Indeed. 
Didn't surprise me. not a Bh! could see this 
coming a mile away! You had better do some 
thing sine the chap looks rather hungry. Mind 
ita Nig. irs an embrace you dont want to have! 
Just as dangerous as herst. Mouschane loks at 
Seretha, who frowns at the owi 


Mowsebane dors not have a clue as to Seroethas 
true sarare. Her ast remark was simply a sarcastic 
atthe woman 

Te owibear has some booty buried beneath one 
cf sin ples of bomes. The treasure includes a pold 
Bracelet (300 np). an opal (300 pph, tue is un 
dad ath level diet, a scroll of protection ns un 
dead, and dagger + 


Owtbean AC; MV 12; HD 542 hp 22: THACO 
15. HAT 3: Deng 1-6/1-6/1-12; AL NE SA hugi 
2: XP 420 


The Graveyard 
Zeie Kaden, 
dead Seid that th 
the village. The p 


nt of fear of posible ur 
retry should be far tom 
Lind Ashe yours wens by. the swamp spread ean 
ward. the mentere lech ito the ravoyard. 
Se The swampland has claimed a 
2500 yards long and 100 yards wide, the far 
total area. The Alcor crypt i 
‘All movement halved in this marshy area, and 
he DM must make an encounter check every 
round on Ide, wih a 1-2 indicating an en 


that eon buik close 


The come 


Rall 148 the Following tab 

2 Tech ataches weli to the PC 

3 PC falls neck deep int 3 sinkhole. 
50% chance of lain an em 


& Slow musk creeper and zombie 

7 Swirling mist resembles a human shape, then 
Sc 

Droa 


Giant Leede AC 9: MV 3. Sw 3: HD 1: hp 8: 
THACD 19: AAT 1; Dmg 18; AL N: SA Drain 
load: ML 7. XP 65. 

Yellow Mush Coreper AC 7; MV O, HD3: THACO 
17, JAT 212. Ding Special; SA Gas; SD Im- 
mane to mind -affecting spells: ML 20: XP 650. 

‘Yellow Mash Zombie: AC 10, MV 6; HD 2: hp 15 


28 


THAC 19: PAT 1 Ding 1-8; SD Immune to 
mind-alfecting spells: ML 20: XP 125 

Rats: ACT MV 13, HD Ihe: THACO 20: 4AT 1 
‘Dig 1; SA Disease; AL N; ML 3: XP 7. 

Giant Rats: AC 7. MV 12, Sw 6: HD 2 hp. TACO 
20. PAT 1: Dig 1-3: SA Doeme: ALNE ML 
wis 


The woods that you have been traveling 
through al away abruptly an the ground spe 
gradually downward and becomes progressive 
Ey moister. The air m heavy wuh y deep mit 
Which carries the Fetid odor of ampland. 

Your detination the graveyard seth to 
the northeast and northwest. A great iron Fence 
blacks casual entry. and a huge granite arch 
way, ited with a gate. seems tobe the oniy way 
Ine The pate and fence are overgrown in places 
with clinging green vines and mo 

Numerous headstones, obelisks. and crypt 
poke out ofthe mist, ike tiny island ma a se 
Fon. Point flight ficker through the mist. 

To the went, 4 Vas swamp Zen aa ar as 
ihe eye can se 


‘Seretths explain tht the lights ae grave cam 
‘es that magically cau lights that mark a prave of 
Special reverence. Mowsebane will announce that 
‘he does not lke this place, and asks that 
turn back immediately Of course. Seretha mil 
Re the party straight to her lather crypt 
There I une feature of the cemetery that of 
possible benefit tothe PC: a granite chapel which 
Sands in the center of the cemetery. Tha penaric 
Capel has been consecrated to good deities and 
fas a protection from ell and protection fron ar 
stead cas upon it. Mowsebane knows 4 tis place 
Sind will mention to the PC 


A Ghouls of my Dreams 


As you pass a particularly chaotic jumble o 
tombstones, the growed intron of them erupts. 
and three horrendous screeching, Kach 
Lee at you. their stringy grey has tang 
cemetery dirt. The gruesome dao approaches 
‘pening mouths tilled with yellow fangs. and 
Tit claws caked with mad and viscera 


1 the PC can turn undead, add ane ghoul 


eh (24 AC 6; MV 9: HD 2 hp 10, THACO 19; 
WAT 3: Dmg 13/1-3 1.6: SA Paralyzation, SD 
Immune to seep and charm spell; AL CE, ML 

1E XP 179. The ghouls have no treasure. 


B Spar Warming 


The mist ahead to your right swirls and takes 
the form of a human woman dressed in phan 
tom armor. She looks at you and shakes her 
ad. pointing back in the direction ofthe wae 
She looks at you again, points to Seretha, and 
shakes her head frantically holding her hands 
Fc 

im om ber fae 
the ground in Iront ot and 
fr A hand grabs your arm 


an points to 
eg you clor 


creta has sete the PC arrn and ie staring 
the apparition. a lock al anger on her lace, I 
ed. che wil say thatthe ser tan evil spirit 
that hares Gah victima o a spot ol quid, 
Serena wil do everything she canto keep the PC 
infact the apparition is the spi 
(seht adveoturers who warhed f 
‘an 40 years ago. This woman, Carella, wan one of 
{he adventurers who الما‎ the village in dngrace 
Tin the course od her raves, Carella mat a wizard 
named Renaip Akoris. The two adventured to- 
Ice. tell in love, and were wed. The happy cou 
Fie had a child, Secta, who s with the PC 
Ten years ago. Carell and Renatip, phus their 
wisardinctraining 14-year old daughter, were 
traveling nea Sturaheimn when they were attached 
bby a vampire and is werewoll companion. The 
un balled Carella and injured Sereetha be 
{ore bang billed by Renstp, The vampire and Ren 
stip fought cach other to a mutual demise, 
Ze Seretha buried them both inthe 
graveyard, unaware that her father was a vampire 
Beier Seretha entered Sturnheim, be dico. 
zed that she had been infected with Iycanthropy 
‘Sed that her whole personality had changed 10 At 
the ew development. Acting on a hunch she re 
termed to the graveyard in tiene 1o see her father 
fe again as an undead, Rensip had nothing but 


> 


contempt for Sturnheim and its 
inte wite, so father and daughter worked out asy» 
fe where she wouid go lo Stumbeim and bring 
im fresh meat every so atten. 

The ghost of Carella is bound by Renstips 
power not 10 speak until hei destroyed, so 
mut try lo drive of potential victims with hand 
postures, At er fet, buried under a tot 
fer old longsword, now very rusty. I ie 91/93 

=. Lycanthrope and shapechanges, (DM Note: 
N the PC already has one ofthese swords, sat 
tute it with a silver Tongeword * 1 

i Ronstip in Killed. Carella can speak. She w 
her story, a well as give an account of the fight 
aint the ed dragon 
Sharp eyed PCS who ask about the ghost's facial 

Nures may notice that she resembles Seretha. 
‘Sereetha will not attack the spira, but a PC 
pancing a her face will sae thatthe pretty woman 
ava look of barely controlled fury. She will refuse 
o amwer any questions about the vir 
that wache in 
het Irom seing her Pather 


© Daddys Home 


Looming before you i a marble mausoleum ot 
seat sive and desig. Carved above the renty 
Iron door is the name Primore. Scattered about 
the ground in front and sas of the tomb are 
many human skulls and bones “This ie my fo 
thers tomb Sereetha says. her head bowed in 
reverence. “I would be honored ê you walked ia 
with me 


The name on mausoleum is diferen from the 
surname of the deceased because. aher emerging 
{rom the ground. Rentip Jos moved into the near 
‘st decent ooking mausoleum 

"Scattered about the ground in front and ides of 
the tomb are many human skulls and bones A 
that et of Sereethas pre 

H the PC agrees to accompany Sererha into the 
mausoleum. continue by reading the ol 
the player 


The door opens 
walks in and requests th 


‘Should the PC refuse to accompany Sereetha, 
she will ener and fetch her father ij daylight, 
She wil stay in the tomb, scream, and hide. hoping 
lo hure the PC into the tomb, Read the folowing o 
the player (altering the desenption accordingly 1 
the BC does not enter the tomb 


Your footsteps echo on the marble floor as you 
make your way to the far end of the crypt A 
food squeal, tke moving hinges, screeches 
throughout the chamber Ahead, a colin bes 


Fight ching trom the hooded head Ah di 
ter screed! he remarks, sliding toward you 


the PC traveled here without henchmen or 
beten, kind DMs may with to allow the PC a 
free action. So confide I he father and daughter 
team that their approach lackadaisical at best 
"ema, formar Sth evel mage le without his 
spell books hu be relies on his vamp abilities, 
“Sereetha wil attempt o pet behind ihe PC, then 
form iis ch 
Tucked behind hin coffin is beet treasure 
teins rom victim things lok pees fr Ihe 
PC. DAs may allow the poor victim to spy an tem 
Lee behind the coll 


Seng Akoris, Vampire, AC 1; MY 12. FI 18C); 
Dee THACO 13: AAT 1; Dong 1-10; 


SA Energy Drain! SO #1 or better weapon to 
ha: AL CE: ME 16; XP 3,000. 
Treasure: ring of frev ton, wand of magic detec 


om tinged boots Uying speed 21), silver dag- 
7 gp. 210 pp sis blood 


The Swamp 


The swampland has a chilling mist that clings to 
Jou. mas made up na doubt of samp pame» 
Tad other things best left unspoken. The mists 
cure your visio. The sol le extremely | 
‘mont, and many sections are submerged under 
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The plant lite in the swamp consists of many 
hanging vines and deooping willow tees, wath a 
variety of unhealthy booking shrubs doting the 
landscape. The air i Filed wich noise: toad 
Va insect» buzzing. and the occational 
Splash or bubbling, organ uncertain 


This putrid area constantly releases swamp gas 


Ve and infested with vermin 


Al Stoned Dragon 


[The mists part ahead of 
winged beat, a rap 
‘ful legs one of its 
ack, The creatures Jam are wide open In 
anticipation of an emy meal remains aino 
Lach o 


W the PC approaches, continue mod 


Upon closer examination, you realize that the 
bret na stone stata ol a dragon. There b m 
pedestal: no carvings. just an incredibly Meike 


This statue is actually a huge black dragon that 
the receiving end of «beholder 


holder has imps baci 
ihe PC makes a Tracking proficiency check, he 


Tos ara de, leaving a 


Finds that the dragon's trachs Come from the north 
‘west the tral of dribbling chor and an eyeball on 
Small stalk 1 the Tracking check was made by 
Tour or mare, the PC can tell that the horn from 
Four tos hours old 


B) Trolling for Beholders 

It the PC makes additional Tracking checks, he 
wll notice that two sets of large hursanoad foot 
Prints meet the chor tal, and fellow i The ich 
Fras twe miles lon. with the troll tracks ining 
up at the hallway pos 


The trail ends at a large tee which has a massive 
amount ol branches clamped together lke a gant 
fot. An 8 foot wide opening in the mam of 
ranches sits 25 tert off the ground. Chomping and 
Tarpon nosses come trom the hole 
The troll pair cornered the beholder in its at, 
and are now feasting on the beast. They are 100 
irony eating to notice the PC shoul he decide 10 
limb up the tree to take a better look. The PC 
ie apint the snacking trolls Read the 
ing the PC climbs up tothe hole: 


a 


A paid sell washes over you as you climb 
WË When you poer ito the hale, you e a 
ity about 3 in diameter, the 

etad tree branches 
‘What hobs lke a deflated ball with several 
yes rowing en stalks sits on the Moor ofthe 
many of us eye stall have been ripped 
(out A huge central eye is shut, and the beat 
TO on each side of the minha 
pe two geven skinned humanoids with Yong 
Ze hape dawn, and stringy black hair. They 
re eating the beast, their backs turned 1o yov 


sphere 


the FC does not betray his presence, he can 
sally get away, U he makes a woke the trolls pin 
round and say; “Go way! Di iz our food. We 
tracked it air square Find yer own fool 

The trolls wll not pursue the PC immediately, 
though here R2 38% chance that the pale wil at 
tempt to follow the PC an a further meal. I they do 
sor they wall be 15 minutes behind the PC. U the 
Fi alone, make one of the trolls badly injured, 
and unable ho act whe regenerates 

"One of the trolls came a E burlap bag, 
bh ac the paire treasure tour behold 
tye salka. two dead ards. and a pretty rock 
‘Gre izard has a gold ingot (SOO pl showed into it 
gale the aber has a pearl (SOO gp) and a ring of 
Fre action mt ll 

The beholder’ treasure, which the trolls have 
not found yet. consists of 24 electrum trade bars 
SO gp ea) word of ‘outlets of 
are power, a manual of puissant skili at arms, and 
Strouse +2, Al of kis booty rests on a curved 
metal tray, which is actually a 92 shield. 
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Fighter’s Challenge 


by JohN Terra 


Decades ago, Sturnheim was a thriving trade town on a major caravan 
route. But then, disaster struck when a gold-laden caravan disappeared 
without a trace. Financially ruined, the town slipped into decline, and 
now lies almost forgotten on a route that is seldom traveled anymore. 


Fighter's Challenge Is a new type of ADVANCED DUNGEONS & 
DRAGONS® adventure. It is designed especially for a Dungeon Master and 
‘one player—perfect for very small playing groups. for those times when 
the whole group can't get together. or for the player who wants his char- 
acter to earn some extra experience. This adventure will provide hours of 
excitement for the DM and any warrior or multi-class fighter character of 
levels 2 to 4. 


You can unravel a 40-year-old mystery and restore the honor of 
sturnhelm Hf you have the guts! 


TSR Ltd. 
120 Church End 
Cherry Hinton 
Cambridge CB! 3L 
United Kingdom 
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